Weekly Report (2017.11.27-2017.12.3)
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1. Paper writing.
Kong Kezhi joined in the writing.
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Mainly complete the section Methods and Techniques of intelligent visual analysis.

2. Paper reading.

Visualization beyond the Desk —— the Next Big Thing.
Low-Level Components of Analytic Activity in Information Visualization.

3. Unity installation and learning.

I got my Google Cardboard, and downloaded the phone application to try the sample program in the

application. The scene is very simple, only with polyhedron, but it is cool and beautiful.

The tutorial documents are as follow.

https://docs.unity3d.com/Manual /iphone-GettingStarted.html

https://developers.google.com /vr/unity/get-started-ios

And T also got some tutorial books about VR Unity development.
According to the tutorial documents, I built and run the demo scene on my own device.

TODO

1. Write paper.

2. Learn more about Unity development.

3. Read the implementation of Z-buffer algorithm.


https://docs.unity3d.com/Manual/iphone-GettingStarted.html
https://developers.google.com/vr/unity/get-started-ios
https://developers.google.com/vr/cardboard/overview

